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IDEA OF THE GAME:
The idea of the game is to score the greatest number of points,

The pictorial scene on the board represents the homes of the friends of
Tne'e Remus. The homes are marked with various scoring values. Bre'r
Rabbit’s home szeores 45 points for the plaver stopping there, while My,
Turtle's home scores but 5 points.

To start the game, place the seven mohles on the slanted runwoy.
Flayers now take turns snapping the metal lever zaying ZIP!, until all
T marbles have been released. I a marble comes bock to the runway it

should be snapped again.

Marhbles landing in the Brier Patch at bottom of the beoard are lost
and do not count in the score.

When all marbles have come to rest the scores are added and the
player with the highest score wins.



